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4 TOOLS OF THE TRADE 

| *W IjjB jJiJ over the many graphic and amm. 
^^■^jMiMjHflj selects his lavourite packages 

^M^^3J 7 NEW AND IMPROVED I 

With DPaint IV, EA's acclaimed graphics package got even better. Peter 
Lee takes a look at a couple of the stunning new features. 

8 SCHWARTZ UP DOC Animation maestro. Eric Schwartz, reveals some 
mation short-cuts and chats about his work in 




1 0 SCULPT ANIMATE 4D 

<e Sculpt Animate AD Jnrtutorial gets 
underway Join Tony Dillon as he explains the do's and dont's o' 
computer animation as well as hints and tips on getting the most 
out of this amazing program. 

1 9 OFF THE SHELF The RealThing's collection of ani- 





demos. Sarah Hibbert explains how. 

20 STEP- BY-STEP In the first of ar 



Uncovering 
the truth 



22 INTRODUCING... Often raging o, 



n artform unto themselves. Steve M 



Eighth Day's stunning intra to Core's Heimdall gi 




Pi>oJoct Edit Options "ivxt 




Since Dan Silva 
unleashed DeluxePaint 
into the world, it's been 
the yardstick against 
which all other graphic 
packages have been 
measured. Peter Lee 
takes a look at 
Electronic Arts' award- 
winning package and 
its many contenders. 



TOOLS OFTHE1RADE 




TOOLS THFTOADE 

GRAPHIC & ANIMATION PACKAGES: 
WHAT'S GOT WHAT AND WHAT'S NOT 

PRODUCT DESCRIPTION EASE OF USE FEATURES COMMENT 



DeluiePaint IV All-modes bitmap art and • • • • • • • • • • The all-roond all-lime 

animation package. tavo mile. 

Disney Animation CbII drawing, colouring and ■*■ Long-winded bul a faithful 

Studio animation package featuring recreation of how the pro 

sound and eicellenl editing animators get on with 

facilities. the job. 

Fanlavision Polymorphic animation and *** *** Great for cartcon-style 

sound with 20 bitmap brush presentations: lough 

animation featuie. interlace In master. 



veclui animation. 
Pathetic inability to 
extra RAM. 




Animation editing suits; 
a complement to Vldi 
Amiga digitiser. 



Spectracolnur HAM only art and ■ • ■ • ■ ■ ■ a well-rounded HAM 

animation package. programme which still h 

a lew things to show 
DPalnt. Only work inn. In 
HAM Is a major turn-off . 



Spat 



Sgat 




SCHWARTZ UP DOC? 




SCULPT 

the free giveaway program, 
I the quick user guide printed 

ANIMATE 

iu want to take a closer look at 
mate 4D Jnr. Rest easy, as over 

4D JUNIOR 



pages, 
Tony 
Dillon 

explores the finer points of this superb 3D 
graphic and animation program. 





USER'S GUIDE 




THE MENU BAR 

The menu bar at the top of the screen is full of all 
sorts of exciting options. A full guide to all these 
.options follows, with the 
menu heading marked 
with a number, the name 
of the option in capitals, 
and sub-options in normal 
case. 




LOAD: 



THE TOMEW GADGETS EXPLAINED . M 

On each tri-view screen are positioned a number of m mad Tan 

gadgets/icons which perform different functions. Here y°u™™"" 

we list the most important and explain what function ^.a**™-. 
each one performs. 




S| Under WORLD 



40 JUNIOR 

EXTRUDE: 



4) under OBSERVER 

MODE: 

a) Hodi wmnrn- Tha rmHn a* 
Irame with uniy edges displayed. Tn 



ira an dis^lB-yed. rear oftes Ural, an 



and aeairfyou can choose lo hi 

ILLUMINATION: 

lh rough slider 0>™- ™« p™*«' 




GET ANI 



Once you've got to grips 
with the basics, it's then 
time to experiment with 
the animation facilities 
put at your disposal. 
Again, it's not that diffi- 
cult, and merely requires 
a bit of experimentation 
to get things right. 




U S ER'S GUIDE 




RETURN OF THE GODS 

When Renegade released Gods last year, they had the good taste to package 
it in a stunning hand-painted cover by top comic book artist, Simon Bisley. Taking 
that cover as his inspiration, Jim Studt, of ACME shows how to replicate 
the image using DPaint and several hours of extreme patience. 




OFF THE SHELF 

Ready-made graphics and animation sequences can 
help spice up even the most mediocre of work and 
save an artist a great deal of time. Sarah Hibbert 
takes a look at the RealThings art packages which 
offer visual short cuts to help add extra pazazz to 
your animations. 



larks trailing 
nd the Safari 
th potential. 



Amiga artisls aren't proud - 
they can 'I afford to be. 
Anything which speeds up 



edge of black. This makes 
them stand out against each 
other, and is achieved from 
within DPaintby pressing th 





STEP BY STEP 

In the first of an occasional series, Peter Lee shares some of his graphic 
short-cuts to help you become a better animator. 



WHO KNOWS 
THE SHADOW... 

It's possible to use 
OPatnt to mimic a num- 
ber ot animated effects 
that are commonplace 
on professional sys- 
tems. One such effect 
is the casting of an 
ever-lengthening 
shadow. Peter Lee 
explains how it's dene. 

DPafnCs reputation as the 



lengthening shadow in which 
an object casts an ever- 
longer shadow. This can be 




chunky Black brush exactly 
over the original artwork, anfl 
press the number 2 key; this 
advances the animation to 
trame two (which is blank). 
Now, using the same tech- 
nique as lor the lirsi sn.idow. 



so thai there is very little room 
vertically, but plenty horizon- 
tally. This is so that we can 
move up the screen in a fluid 
way whilst making sure that 
the brush is actually anchored 
in a set position. Ensure the 

picture Irom frame 1 as a 
brush (the shadowed image), 
and select black as the fore- 
ground colour. 



■ Use this new. deeper 
image as your next brush, 
and move en to trame 3, 
repeating the process until 
you get the desired length ol 

■ To finish off the job, go 
pick up your o 




GOING for 
SCROLL 

One of the best new 
tricks on offer in the 
latest batch of demos 
is the screen unwrap 
where an image peels 
down the screen. Peter 
Lee tells you how it's 



WORKING OUT 

effects which demo-makers 

where a rolled-up image 

ing you glimpses of what's to 
come on the reverse ol the 
roll. Luckily you don't need to 
ba a programming genius to 

required is OelutePaii'l III or 



STEP BY STEP 

im,n]E-. and then (lip to the 
scare screen (J on Ihe key 

tion. Create 20 frames ot 




INTRODUCING... 



Love them or hate 
them, there's no 
doubting that intra 
sequences can show 
off the Amiga's incredi- 
ble graphical prowess. 
Steve Merrett finds out 
what exactly goes into 
setting a scene... 

SETTING THE SCENE 

The argument for scene-setting intro- 
ductory seguences is one that has be 
going (or years. Some, like me, think 
that they are tine, providing Ihey can I 
skipped and don't unnecessarily stop 
the player From getting into the game, 
whilst others teel they art- Integra' iu 
getting the player in the 'mood' for the 



i can be guile stunning in the 
id detintely enhance the per- 
alus of a game. Take Sfiadc 
3eas( II, lor example. As the 
ooted up the first disk, the 
ihowed a small cottage wl 



always plan everything meticulously, as 
this allows us to allocate memory early 
on and allow fo 



Wbce 



thirty at 



a mystical cr 



EXTRA VALUE 

According to Jerr O'Carroll, the graphic 
supplying halt of Core Design's Hemd, 
team, it's all down to planning. 'With 
HeimdaH. he explains, 'we knew that 
people would be impressed with the wi 



sviousiy too many, b 
tightening up key areas, we managed to 
gat it down to a feasible fifteen: Jerr 
admits that it's very easy to get earned 
away when putting such a sequence 
together, and this was a trait which used 
to afflict Psygnosis games. He says that 
it's integral that the plot of your intro ties 
in with the game or it's rendered virtually 
useless - a perfect example of this was 
with Psynosis's Stryx a few years back I 
remember booting it up for the first lime 
and being blown away by the stunning 
monochromatic images of the intro 
sequence. A ray-traced car whizzed 
towards me, lights reflected from its 
shiny bonnet, only to give way to a 
trashy platform game with absolutely no 

'Putting an intro sequence together is 
akin to directing a film,' offers Jerr. 'It's 




rety w 



Is of gi 



God crouched over something wh c*i. n 
another frame, was revealed to be the 
Earth. From here, we cut to Thor holdir 
Heimdall in the palm of his hand, and 
girl's hut. We managed to 



is ol m 



Bfort 



noiy hi 



lh sly 



ightning. a 
six frames for lh 



